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* NOTICES * 

Japan Patent Office is not responsible for any 
damages caused by the use of this translation. 

1. This document has been translated by computer.So the translation may not 
reflect the original precisely. 

2. **** shows the word which can not be translated. 
3.1n the drawings, any words are not translated. 
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Summary. 



(57) [Abstract] 

[Technical problem] The picture output unit which can output the synthetic picture 
which was rich in change using the image pck-up picture which picturized the 
photographic subject is offered. 

[Means for Solution] The portrait image which picturized an operators portrait, and 
the deformation portrait image which transformed the portrait image based on the 
predetermined parameter are put in order and outputted. A left-hand side portrait is 
the image pck-up picture itself, and a right-hand side portrait is a deformation 
portrait image which deformed based on the parameter. When a play person is a 
male, an eye, a supercilium, a lip, etc. the profile of a face, a hairstyle, etc. are 
transformed based on a male portrait image, and it deforms into a female (sister) 
portrait image. 
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CLAIMS 



[Claim(s)] 

[Claim 1] The picture output unit characterized by putting in order and outputting 
the portrait image which picturized an operators portrait, and the deformation 
portrait image which transformed the aforementioned portrait image based on the 
predetermined parameter. 

[Claim 2] The picture output unit characterized by having an image pck-up means to 
picturize an operators portrait, and a picture deformation means to transform an 
operators portrait image picturized by the aforementioned image pck-up means 
based on a predetermined parameter, and putting in order and outputting the 
aforementioned portrait image and the deformation portrait image deformed by the 
aforementioned picture deformation means. 

[Claim 3] It is the picture output unit characterized by being the detection data 
which detected the operation input data according [ on a picture output unit 
according to claim 1 or 2 and / the aforementioned predetermined parameter ] to 
the aforementioned operator, and the aforementioned operator, the game result by 
the aforementioned operator, and/or as a result of [ of the aforementioned 
operator ] fortune-telling. 

[Claim 4] It is the picture output unit characterized by the aforementioned 
deformation portrait image transforming the aforementioned portrait image into an 
isomerism in a picture output unit given in a claim 1 or any 1 term of 3. 
[Claim 5] It is the picture output unit characterized by the aforementioned 
deformation portrait image transforming the aforementioned portrait image 
homogeneous in a picture output unit given in a claim 1 or any 1 term of 3. 
[Claim 6] The picture output unit characterized by putting the aforementioned 
portrait image and the aforementioned deformation portrait image in order, and 
printing and outputting within the one limit in a picture output unit given in a claim 1 
or any 1 term of 5. 

[Claim 7] The picture output unit characterized by putting the aforementioned 
portrait image and the aforementioned deformation portrait image in order, 
dedicating within the one limit, putting two or more aforementioned frames in order, 
printing them, and outputting them in a picture output unit given in a claim 1 or any 
1 term of 5. 
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DETAILED DESCRIPTION 



[Detailed Description of the Invention] 
[0001] 

[The technical field to which invention belongs] this invention relates to the picture 
output unit which outputs the image pck-up picture which picturized the 
photographic subject to a video monitor, a form, etc. 
[0002] 

[Description of the Prior Art] Photographic subject images, such as a person, are 
incorporated for a predetermined background, and it has grown to be the market 
where the image print feeder printed on forms, such as a seal, is huge like it calls 
popularity explosive as a center for woman junior high and high school students etc. 
and the sales also exceed 30 billion between years. Moreover, in connection with 
this, it has two or more image data in an image print feeder, for example, title 
information and various frame patterns are compounded on a photographic subject 
image, and what is printed on forms, such as a seal, is offered as indicated by the 
utility model registration No. 3014733 official report. 
[0003] 

[Problem(s) to be Solved by the Invention] However, since what is compounded by 
the photographic subject image in an image print feeder is the picture beforehand 
stored in the image print feeder, if it uses repeatedly, the title information and 
background image to be used will also be restricted to several specific kinds, and it 
will become scarce to change. 

[0004] The purpose of this invention is to offer the picture output unit which can 
output the synthetic picture which was rich in change using the image pck-up 
picture which picturized the photographic subject. 
[0005] 

[Means for Solving the Problem] The above-mentioned purpose is attained by the 
picture output unit characterized by putting in order and outputting the portrait 
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image which picturized an operators portrait, and the deformation portrait image 
which transformed the aforementioned portrait image based on the predetermined 
parameter. The synthetic picture which was rich in change by this using the image 
pck-up picture which picturized the photographic subject can be outputted. 
[0006] The above-mentioned purpose has an image pck-up means to picturize an 
operator s portrait, and a picture deformation means to transform an operators 
portrait image picturized by the aforementioned image pck-up means based on a 
predetermined parameter, and is attained by the picture output unit characterized by 
putting in order and outputting the aforementioned portrait image and the 
deformation portrait image deformed by the aforementioned picture deformation 
means. The synthetic picture which was rich in change by this using the image pck- 
up picture which picturized the photographic subject can be outputted. 
[0007] In the picture output unit mentioned above, ** of the aforementioned 
predetermined parameter which it was the operation input data by the 
aforementioned operator, the detection data which detected the aforementioned 
operator, the game result by the aforementioned operator, and/ or as a result of [ of 
the aforementioned operator ] fortune-telling is good. A deformation portrait image 
which is different by this whenever it plays can be obtained, and the synthetic 
picture which was further rich in change can be outputted. 
[0008] In the picture output unit mentioned above, what transformed the 
aforementioned portrait image into the isomerism is sufficient as the aforementioned 
deformation portrait image, and what transformed the aforementioned portrait image 
homogeneous is sufficient as it. In the picture output unit mentioned above, the 
aforementioned portrait image and the aforementioned deformation portrait image 
are put in order, you may print and output within the one limit, the aforementioned 
portrait image and the aforementioned deformation portrait image are put in order, 
and it dedicates within the one limit, and two or more aforementioned frames may be 
put in order, may be printed, and may be outputted. The printout which was rich in 
change can be obtained. 
[0009] 

[Embodiments of the Invention] The game equipment by 1 operation gestalt of this 
invention is explained with reference to a drawing. 

(Composition of game equipment) The composition of the game equipment by this 
operation gestalt is explained using drawing 1 or drawing 3 . Drawing 1 is the 
perspective diagram showing the appearance of the game equipment by this 
operation gestalt, drawing 2 is drawing showing the control panel of the game 
equipment by this operation gestalt, and drawing 3 is the block diagram of the game 
equipment by this operation gestalt. 

[0010] The picture generation game (virtual Sister game) which generates portrait 
images, such as sibship who deformed the game equipment 10 by this operation 
gestalt based on the portrait image which picturized the play person, and imitated 
the play person, parent and child, and an ancestor, a portrait image when a play 
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person grows old, a portrait image when young, etc. is performed. For example, a 
play person's (player) living body energy is detected, based on the detection value, a 
portrait image is compounded, or fortune-telling is performed, a portrait image is 
compounded based on the fortune-telling result, a portrait image and a synthetic 
picture are put in order and printed out, or it divines to it, and a result is added and 
printed out. 

[001 1] As shown in drawing 1 , as for the game equipment case 12, monitor display 
14 is formed in the front upper part. The image display equipment (not shown) which 
displays a synthetic picture is formed in the monitor display 14 interior, and the 
picture of this image display equipment is projected on monitor display 14 with a 
one-way mirror (not shown). Behind the one-way mirror, the video camera (not 
shown) for picturizing a play person is prepared. 

[0012] Before monitor display 14, the control panel 16 for a play person operating it 
is formed. As shown in drawing 2 . three determination buttons 18a, 18b, and 18c are 
formed in the center of a control panel 16. Moreover, the direction lever 20 for 
showing a direction is formed in the right-hand side of a control panel 16. A play 
person operates these three determination buttons 18a. 18b, and 18c and direction 
levers 20, and performs various directions. 

[0013] Moreover, on the left-hand side of the control panel 16, the measurement 
field 22 for measuring the electric impedance of the skin of human being's palm is 
formed. The measurement field 22 is for measuring a play person's left hand, and the 
configuration on the left of human being is drawn. 1st electrode 22a is prepared in 
the position which contacts near the root of the index finger of a left palm, the 
middle finger, and the third finger, 2nd electrode 22b is prepared in the position 
which contacts near the root of the thumb of a left palm, and 3rd electrode 22c is 
prepared in the position which contacts near the marginal part by the side of the 
digitus minimus of a left palm. 

[0014] If a play person puts a hand on the measurement field 22, current will flow 
among Electrodes 22a. 22b, and 22c through a palm. A detection means measures 
the electric impedance of the skin of the palm placed based on the value of the 
current which flows between the value of the current which flows to 2nd electrode 
22b and 2nd electrode 22b, and 3rd electrode 22c from the 1st electrode 22a. Thus, 
a deformation portrait image is generated by making this living body energy into a 
parameter so that measured value of the detected electric impedance of the skin 
may be made into a play person's living body energy and may be mentioned later. 
[0015] A play person puts a left hand on the left-hand side measurement field 22, 
and operates the operation buttons 18a, 18b. and 18c and the direction lever 20 with 
the right hand. Moreover, the hole 23 for microphones for extracting a play person's 
voice is established in the central upper part of a control panel 16. A play person 
utters voice toward the hole 23 for microphones. A play person's voice is recorded 
and is used in a subsequent game. 

[0016] Moreover, the coin slot 24 for throwing in coin and the form output port 26 to 
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which the form which divined the synthetic picture and was printed with the result is 
outputted are formed in the front lower part of the game equipment case 12. 
Moreover the cover curtain 28 is formed behind the monitor display 14 of the game 
equipment case 1 2. It is painted to the inside of the cover curtain 28 by human 
being's flesh color and the color to which distinction tends to be attached, for 
example, black, at the time of an image pck-up of the play person by the v.deo 
camera The picture (not shown) of advertisement which is invited to this virtual 
Sister game, or explanation is indicated on the outside of the cover curtain 28. 
[0017] Next, the composition of the game equipment of this operation gestalt is 
explained using the block diagram of drawing 3 . The main-control section 30 which 
controls the whole equipment, the display-control section 40 which performs the 
display control of a game screen, the voice-control section 50 which generates a 
sound effect etc. or inputs voice, the living body gauge control section 60 which 
performs gauge control of a play person's living body energy, the image pck up 
control section 70 which performs image pck-up control of a photographic subject 
and the printing control section 80 which performs printing control of a form a result 
are formed in game equipment. , nliw . , 

[0018] SCU (System Control Unrt)31. main CPU32. factices CPU33 and RAM34. and 
ROM35 and SMPC36 are prepared in the main-control section 30. and 
interconnection is carried out to it by bus 36. The game ROM 90 in which the game 
program was stored through the bus 91 is connected to SCU31, the display-control 
section 40 and the voice-control section 50 are connected to it through a bus 92, 
and the living body test section 60, the image pck-up control section 70, and the 
printing control section 80 are connected to it through the bus 93. 
[0019] SCU31 controls data I/O the display-control section 40, the voice-control 
section 50, the living body test section 60, the image pck-up control section 70 .and 
mutual [ between the printing control sections 80 ] through buses 91, 92, and 93. 
Main CPU32 and a factice CPU 33 perform the game program cooperatively stored 
in the game ROM 90 at high speed. RAM34 is used as a work area of main CPU32 
and a factice CPU 33, and a game program and character data are stored 
temporarily. A program and data with ROM35 common to various games, such as an 
initial program for initialization processing, are stored. The operation buttons 18a, 
18b and 18c in a control panel 16 and the direction lever 20 are connected to 
SMPC (System Manager & Peripheral Control)36 through the connector 1 00. 
[0020] 1st VDP41 which draws the polygon screen of a character or a background 
which consists of polygon data, VRAM43 and the frame buffer 44 which were 
connected to this 1st VDP41. drawing of a scrolling background screen, picture 
composition with the polygon image data and scrolling image data based on display 
priority. 2nd VDP45 which performs clipping and VRAM47 connected to this 2nd 
VDP45 and the color RAM 48 are formed in the display-control section 40. 
[0021] 1st VDP41 builds in the register 42. The drawing data showing a character of 
a polygon are sent to 1st VDP41 through main CPU32. and are written in VRAM43. 
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The drawing data written in VRAM43 are drawn by the frame buffer 44 for drawing. 
The data of the drawn frame buffer 44 are sent to 2nd VDP45 at the time of a 
display mode. The display is changed to drawing for every frame using the frame 
buffer 44. 

[0022] On the other hand, the information which controls drawing is set as the 
register 42 of 1st VDP41 through SCU31 from main CPU32. According to the 
control information set as this register 42, 1st VDP41 controls drawing and a display. 
2nd VDP45 builds in the register 46. Image data is defined as VRAM47 and a color 
RAM 48 through SCU31 from main CPU32. The information which controls image 
display is also set as a register 46 through SCU31 from main CPU32. The data 
defined as VRAM47 are read according to the control information set as the register 
46 of 2nd VDP45, and turn into image data of the scrolling screen showing the 
background over a character. Display priority is decided according to the control 
information set as the register 46. and the image data of each scrolling screen and 
the image data of the polygon of the character sent from 1st VDP41 are 
compounded by final display image data. 

[0023] The color data defined as the color RAM 48 based on display image data are 
read by 2nd VDP45, and display color data are generated. Display color data are 
outputted to an encoder 102. An encoder 102 adds a synchronizing signal etc. to 
image data, generates a video signal, and outputs it to image display equipment 103. 
Image display equipment 103 displays a synthetic picture. 

[0024] DSP51 which synthesizes voice with a PCM method or FM method, the voice 
input section 54 which processes voice input information, these DSP51 and CPU52 
which performs control of the voice input section 54, and RAM 53 which stores voice 
data are formed in the voice-control section 50. The voice data generated by 
DSP51 is changed into a sound signal by D/A converter 104, and is outputted from 
Loudspeakers 1051. and 105r. The voice inputted from the microphone 107 is 
changed into a digital signal by A/D converter 106, and is inputted into the voice 
input section 54. The inputted voice data is stored in RAM53. 

[0025] A/D converter 61 which changes the value of the electric impedance of the 
skin between 1st electrode 22a of the measurement field 22, the 2nd electrode 22b, 
and the 3rd electrode 22c into digital value, CPU62 which processes the digital value, 
and RAM63 and ROM64 which memorize a program and data are prepared in the 
living body test section 60. The RF-RGB exchange section 71 which divides RF 
signal from a video camera 109 into an RGB code, the video digitizer 72 which 
digitizes the separated RGB code, and RAM73 which memorizes the digitized RGB 
code are formed in the image pck-up control section 70. 
[0026] Printer 1/F81 for outputting print data to a printer 108 is formed in the 
printing control section 80. 

(Outline flow of game equipment) Next, the outline flow of the game method of the 
game equipment of this operation gestalt is explained using the flow chart of drawing 
4 . In the flow chart of drawing 4 , left-hand side shows the flow (D1-D14) of a game 
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screen, and a center shows the flow (P1-P10) of operation of a player (play person), 
and shows the flow (G1-G15) of right-hand side game processing. 
[0027] At first, the ad BATAIZU screen is displayed on monitor display 14 as a game 
screen (Step D1). If a play person throws in coin (Step P1), game equipment 10 will 
carry out input registration of coin (Step G1). Next, a game screen displays a game 
start preparation screen, and displays a coin injection demand screen if needed 
(Step D2). 

[0028] An end of a coin injection displays the game classification selection screen 
which chooses game classification (Step D3). In the case of this operation gestalt, 
as a game classification, they are the game which generates its sibship's portrait 
image, the game which generates its child's portrait image, the game which 
generates its ancestor s portrait image. At this time, a play person does selection 
operation of game classification (Step P2), and game equipment 10 receives the 
input data by the play person (Step G2). Then, in order to check whether there is 
any change in game classification, a play person operates Yes or No (Step P3). At 
this time, game equipment 1 0 checks input data (step G3). Steps P2, P3, and G2 and 
G3 are repeated until there is operation of Yes by the play person. 
[0029] Decision of game classification displays the screen of the directions which 
put a hand on the measurement field 20, and a check before the data input of each 
item (Step D4). Measurement will be started if a play person puts a hand on the 
measurement field 20 in the right state (Step P4). A start of measurement displays 
input screens, such as age and sex, (Step D5). A play person inputs data with input 
screens, such as age and sex, (step P5). A check screen is displayed if needed (Step 
D6). Then, the genre selection screen for choosing fortune-tellings genre is 
displayed (Step D7). 

[0030] A play person inputs data about each item (step P5), then Yes or No is 
chosen, and the data input of each item is ended (Step P6). Game equipment 10 
receives the data inputted by the play person (Step G4), and checks data (Step G5). 
Although the electric impedance of the skin of a play person's palm is also measured 
in the meantime, game equipment 10 is always carrying out watching of the 
measurement data (Step G6). If a play person's hand shifts, or it separates and 
abnormalities occur to measurement data, unusual data will be outputted (Step G8) 
and it will warn a play person of abnormalities (Step G7). 

[0031] An end of the data input of each item displays the photography illustration 
side which explains photography as a game screen (Step D8). After ending 
measurement of a play person's living body energy (Step P7), game equipment 10 
analyzes measurement data (Step G9). An end of the analysis of measurement data 
determines the parameter for transforming a portrait image based on the data of 
each item which the play person chose as the analysis result (Step G10). 
[0032] Then, monitor display 14 turns into a photography preparation screen (Step 
D9). Then, a play person will be photoed, if it checks that a play person's face 
position is located surely (Step G12), a photography screen is displayed (Step D10) 
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and operation button 1 8c for determination is pushed by the play person (Step P8) 
(Step G1 1). Phonation is required of a play person and you may make it extract 
voice with a microphone 107 through the hole 23 for microphones at this time. 
[0033] After a play person's photography is completed, game equipment transforms 
a play person's portrait image according to game classification based on a parameter, 
generates a deformation portrait image (Step G13), generates the synthetic picture 
which put the portrait image and the deformation portrait image in order, and 
outputs it to monitor display 14 (Step D1 1). A play person's voice is transformed 
according to a parameter, and you may make it output the synthesized speech 
according to the deformation portrait image here. 

[0034] Then, a mini game is performed using the time to the completion of printing. 
Displaying a mini game screen on monitor display 14, (Step D12) a play person 
performs a mini game (Step P9). In the meantime, game equipment performs printing 
preparation and printing processing of a sheet, as a result of incorporating a portrait 
image and a deformation portrait image (Step G15). Simultaneously, game equipment 
performs a mini game (Step G14). 

[0035] After ending printing, a form eccrisis screen is displayed as a result of a 
portrait image and a deformation portrait image (Step D13), and a play person 
receives a result form (Step P10). a result — a form — receiving — a game — 
ending — if — monitor display 14 — again — an ad BATAIZU screen — becoming 
(Step D14) — in this way according to this operation gestalt Since a deformation 
portrait image is automatically generated based on the input data of each item and 
the analysis result of living body energy by the play person What deformation 
portrait image can be appeared, it can have a big hope, and the similarity and 
unexpected nature of a deformation portrait image can be enjoyed as compared with 
the portrait image of self. 

[0036] (Deformation portrait image) Next, the detail of the deformation portrait 
image which transforms and generates the portrait image of self is explained using 
drawing 5 or drawing 8 . With this operation gestalt, when picturizing a play person, it 
is necessary to carry out alignment of the position of a play person's portrait image 
within fixed limits. For this reason, as shown in drawing 5 at the time of an image 
pck-up, an alignment frame is displayed in a monitor picture and it is directed to a 
play person that a face is located within the limit. A face localization algorithm 
judges whether the face is reflected within the limit by whether the area of the 
complexion in a field within the limit is beyond a predetermined value. Into which 
color a complexion is made or into how much a predetermined value is made set 
experimentally by the relation with a background color. 

[0037] Drawing 6 is a synthetic picture in the virtual Sister game which transforms a 
play person's portrait into the sibship's portrait. The portrait on the left-hand side of 
drawing 6 is the image pck-up picture itself, and a right-hand side portrait is a 
deformation portrait image which deformed based on the parameter. As shown in 
drawing 5 , when a play person is a male, as shown in drawing 6 , an eye, a 
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supercilium, a lip, etc. the profile of a face, a hairstyle, etc. are transformed based on 
a male portrait image, and it deforms into a female (sister) portrait image. You may 
make it deform into parent and child's portrait image and an ancestral portrait image 
instead of the sibship. 

[0038] Drawing 7 is a synthetic picture in the virtual Sister game which generates a 
portrait image when a play person grows a play person's portrait old, a portrait image 
when young, etc. When a play person is below fixed age, it deforms into the portrait 
image when growing old, and it deforms into a portrait image when young in beyond 
fixed age. When a play person is a male below fixed age, as shown in drawing 7 , a 
color, a hairline, etc. of a supercilium, the color of the skin, etc. the profile of a face, 
or hair are transformed into the portrait image which deformed and aged based on a 
male portrait image. 

[0039] Although drawing 8 is also a synthetic picture in the virtual Sister game 
which transforms a play person's portrait into the sibship's portrait, in drawing 8 , as 
shown in drawing 6 , the face form of a portrait image is not transformed, but only a 
hairstyle is changed and it deforms into the portrait image of an isomerism. The 
portrait on the left-hand side of drawing 8 is the image pck-up picture itself, and a 
right-hand side portrait is a deformation portrait image changed into the hairstyle 
chosen based on the parameter. While a deformation portrait image is generable 
simple, the unexpected nature of a deformation portrait image can be enjoyed. You 
may make it deform into parent and child's portrait image and an ancestral portrait 
image instead of the sibship. 

[0040] In addition, the generation method of the deformation portrait image 

mentioned above is instantiation to the last, and is not restricted to this. 

(Result form) Next, as a result of being printed out, the layout of a form is explained 

using drawing 9 and drawing 10 . Drawing 9 is a form the result at the time of 

divining in a portrait image and printing a result collectively, and drawing 10 is a form 

the result at the time of printing two or more portrait images in a seal form like Print 

Club. 

[0041] As a result of drawing 9 , in a form, a title "virtual Sister" is displayed on the 
topmost part, and the synthetic picture which arranged a play person's own portrait 
image and own deformation portrait image in under the title is displayed. 
Furthermore, it divines and the selected content according to the genre is displayed 
on the bottom of it. In the case of drawing 9 , it divines about two persons' affinity, 
and fate, and a result is displayed. A form prints the coma which dedicated the 
synthetic picture which put a play person's own portrait image and own deformation 
portrait image in order within the predetermined limit in a three line x4 ******** 
seal form as a result of drawing 10 . 

[0042] Not only the above-mentioned operation gestalt but various deformation is 
possible for a [deformation implementation gestalt] this invention. For example, 
although the electric-impedance-of-the-skin value of a palm was measured and the 
deformation portrait image was generated based on the measurement result with the 
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above-mentioned operation gestalt, you may deform based on the value detected by 
other detection meanses. Moreover, detection values, such as surrounding 
environment, for example, temperature, of not being related, humidity, sound, and a 
luminosity, are satisfactory for a play person. Furthermore, based on the parameter 
chosen with the random number, you may generate a deformation portrait image, for 
example, without using a detection means. 

[0043] Moreover, with the above-mentioned operation gestalt, although this 
invention was applied to game equipment, you may apply this invention to the 
electronic instrument of other kinds. 
[0044] 

[Effect of the Invention] putting in order and outputting the portrait image which 
picturized an operators portrait, and the deformation portrait image which 
transformed the portrait image based on the predetermined parameter according to 
this invention the above passage — since it was made like, the synthetic picture 
which was rich in change using the image pck-up picture which picturized the 
photographic subject can be outputted 
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DESCRIPTION OF DRAWINGS 
[Brief Description of the Drawings] 

[Drawing 1] It is the perspective diagram showing the appearance of the game 
equipment by 1 operation gestalt of this invention. 

[Drawing 2] It is drawing showing the control panel of the game equipment by 1 
operation gestalt of this invention. 

[Drawing 3] It is the block diagram of the game equipment by 1 operation gestalt of 
this invention. 

[Drawing 4] It is the flow chart which shows the outline of the game method of the 
game equipment by 1 operation gestalt of this invention. 

[Drawing 5] It is drawing showing the monitor picture at the time of the image pck- 
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up in the game equipment by 1 operation gestalt of this invention. 

[Drawing 6] It is drawing showing one example of the synthetic picture in the game 

equipment by 1 operation gestalt of this invention. 

[Drawing 7] It is drawing showing other examples of the synthetic picture in the 
game equipment by 1 operation gestalt of this invention. 

[Drawing 8] It is drawing showing the example of further others of the synthetic 
picture in the game equipment by 1 operation gestalt of this invention. 
[Drawing 9] It is drawing showing one example of a form the result in the game 
equipment by 1 operation gestalt of this invention. 

[Drawing 10] It is drawing showing other examples of a form the result in the game 

equipment by 1 operation gestalt of this invention. 

[Description of Notations] 

1 0 — Game equipment 

12 — Game equipment case 

14 — Monitor display 

16 — Control panel 

1 8a, 1 8b, 1 8c — Operation button 

20 — Direction lever 

22 — Measurement field 
22a — The 1 st electrode 
22b — The 2nd electrode 
22c — The 3rd electrode 

23 — Hole for microphones 

24 — Coin slot 

26 — Form output port 
28 — Cover curtain 

30 — Main-control section 

31 — SCU 

32 — Main CPU 

33 — Factice CPU 

34 — RAM 

35 — ROM 

36 — SMPC 

40 — Display-control section 

41 — The 1st VDP 

42 — Register 

43 — VRAM 

44 — Frame buffer 

45 — The 2nd VDP 

46 — Register 

47 — VRAM 

48 — Color RAM 
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50 — Voice-control section 

51 — DSP 

52 — CPU 

53 — RAM 

54 — Voice input section 

60 — Living body gauge control section 

61 — A/D converter 

62 — CPU 
63— RAM 
64 — ROM 

70 — Image pck-up control section 

71 — RF-RGB exchange section 

72 — Video digitizer 

73 — RAM 

81 — Printer I/F 

80 — Printing control section 

90 — Game ROM 

102 — Encoder 

103 — Image display equipment 

104 — D/A converter 
1051., 105r — Loudspeaker 

106 — A/D converter 

107 — Microphone 

108 — Printer 

109 — Video camera 



[Translation done.] 
* NOTICES * 

Japan Patent Office is not responsible for any 
damages caused by the use of this translation. 

LThis document has been translated by computer. So the translation may not 
reflect the original precisely. 

2.**** shows the word which can not be translated. 
3.1n the drawings, any words are not translated. 



DRAWINGS 



H11-164196 




Drawing 5] 



H11-164196 



^Drawing 6] 




[Drawing 3] 



70- 



109 



91 j^^-90 



4P 




[Drawing 4] 



H1 1-1 641 96 



y^TBHBr 1 ^ I kflW 



D2 rtfyftAflHfiOTa 
- K-AWteW®- 

D3 fflll^ll 



E 



G2f f 8 -* 1 



D4 ; 



05 TJtjEra 



- YES I" ~ 



G3 



D6 



P4| tHMBttT 

P5 | jggljft 




Di2 r-mm K \ s-y- 



D13 »*M*3HflWa5 | | p *° 



D14 7»*W 



c 



END 



) C ) 



[Drawing 9] 



H1 1-1 641 96 



18 















Bassa 52% 





[Drawing 10] 




[Translation done.] 



